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Weicome, K.EC. supporters! We're not 


talking about the finger lickin’ variety! No, , 
K.EC. stands for (repeat after me) - - 
Knuckles Fan Club - so don’t forget. It also 
means that anything looking remotely blue 
and spiky can take a hack seat! : 
Ever since Sega’s energetic 
Echidna knuckled his way on to the 
video game scene, he has amassed 
/ an army of avid followers and 


instantly shot to Sega superstar status 
in his own right. 

In honour of his achievements, 
we've pulled out all the stops to” 
bring you, the fans, this special 
show-case issue crammed with — 
things to read, do, and nose 


= 


is the first ever issue 

of its kind, I'll hold you back no 
longer and leave you to knuckle- 
down and enjoy! 


Knuckle Head (K.EC. Chair Person) 
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N) ich aeove PLANET 
|) noBius THERE IS AN 
ISLAND IN THE SKY. 


| THE FLOATING ISLAND. 


| WIS NAME 1S KNUCKLES! 


HEIS THE GUARDIANOF 
THE FLOATING /SLANC. 


A LONE FIGURE GAZES 

UP INTO SPACE AND 

WONDERS WHEN HIS. LOST 
PEOPLE WILL RETURN. 
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NACK, THE 
WEASEL! 


CHAOTIX-TICS! 


The Chaotix Crew are Knuckles’ allies on the Floating Island. A force to be 
reckoned with, they are united by a sole mission; to save the island from 
the likes of the meddling, Doctor Robotnik. Have they got what it takes? 
Find out in their fascinating fact files ... 


A natural born leader, he's smart, 
snappy, cool and calculating. Don't be 
fooled by his smile - behind those 
pearly white gnashers lies a vice-like 
jaw lock! 


STRENGTH 


SPEED 


Strategic decision-maker and hi-tech 
mechanic. 


Hopping and bopping to the ‘Crocodile 
Rock’! 


VECTOR 


HE CROCODILE 


Tough on the outside and on the inside, his 
bony amour-plating can with-stand any amount 


of battering from Badniks. Supreme confidence 
is his key to handling sticky situations 
STRENGTH 
T HE ARMADILLO S @igie 


A smart, all-round fighter. 


Claims not to have any. 


Having wandered on to the island by 
accident, Charmy has been getting into 
topsy-turvy situations ever since. 
Renouned for catchphrases such as 
*Righty-diddly-do’, this flighty little 
fella has a witty way with words! 


STRENGTH 


SPEED 


The only one who can fly, he’s an 
aerial acrobat with rapid reflexes. 


His annoying, bumbling nature! 
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Once imprisoned in Robotnik’s Combi 
Machine, Espio has a personal score to 
settle with the evil Doctor. Such is his drive 
and determination, he’s often advised to ‘chill out’ 

for his own good. 


ESPIO ... 
THE CHAMELEON ape 


Spinning-top attack and powers of invisibility. 


Hot-tempered and impatient. 
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CHUCKLES WITH @, 


Kick up your heels and have a 
bellyful of laughs with these side- 
splitting, rib-tickling, jokes and 
puns. Well, how else does 

an Echidna keep himself amused? 


FIVE USES FOR 
A SQUASHED 
HEDGEHOG ... 


How do you 
measure the 
speed in which 


Sonic runs? 
In MILES PER- 
HOUR! 


1) Brillo pad 
2) Hair brush 
3) Door mat 
4) Pin-cushion 

5) Frisbee 


What kind of tests did 
Robotnik take at school? 
EGGS-ams! 

«» Did he do well? 


Why does Robotnik love to 


Who can’t take Chaotix 
seriously? 
Espio the COMEDIAN! 


Why can’t Sonic keep 
a secret? 

Because he’s always 
TELLING TAILS! 


Badnik 1: “IRON feeling 
tired.” 

Badnik 2: “OIL bet it’s 
METAL fatigue!” 
Badnik I: “Yes, | just 
need a RUST!” 


Badnik I: “IRON STEEL feeling 
tired ...” 

Badnik 2: “Have you tried 
aCHROMEatherapy?” 

Badnik I: “Yes, but | got 
BRASSED off with it!” 

Badnik 2: “Well, if there’s any TIN 
I can do ...” 

Badnik 1: “TANKS!” 


What do you 
call a hedgehog 
covered in 
vinegar? 
Prickle! 


Knock! Knock! 
Who’s there? 
Nack! 

Who’s there? 
Nack! NACK! 
Stop knocking! I'm 
coming! 
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Who’s fat, furious, and 
stuck to his chair? 
Doctor RoBOSTICK! 


twat 


How many Badniks 
does it take to change 
a lightbulb? 

A bt. They always 
make a habit of 
NIKKING them! 
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Amy: “Do you want to 


more into the FOXTROT!” 


What is Vector 


the Crocodile’s 


favourite card a 
game? Eg 
= a 


You 
WANT TO SEE THE 
TREASURE F, 
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ack in the early 1990's, at the Sega 
B Technical Institute in America, plans 

were underway to develop a new 
character that had the same animal 
magnetism as Sonic the Hedgehog, but 
looked distinctly different and unique. Of 
all the animals in all the world, an Echidna 
was chosen. Everyone's instant reaction 
was “What's an Echidna?" (Readers should 
know by now that it is in fact, a spiny 
anteater). And with this, the seeds of 
intrigue were sown 

Grooming their chosen subject for 
stardom was by no means an easy task, and 
a team of three Japanese designers were 
ready to create an exciting new look for 
their prodigy. Just like pop stars and film 
stars in the showbiz world, it’s important 
for a video game star to have the right 
hair, clothing and accesories too. Taking 
his natural abilities such as physical 
strength, climbing, and digging, into 
consideration, the Echidna was fitted with 
his trademark spiked white gloves, flashy 
foot-wear, and metallic neck collar - wow, 
he now looked the business! 


Such a special-looking animal 
obviously needed an equally special name 
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NO-NONSENSE TRUTH. 


Humphrey the Echidna just didn't have that 
ring to it, while Dreads the Echidna, 
sounded too much like a bad guy. So after 
much brainstorming and head scratching, 
Sega boffins finally came up with Knuckles - 
well hard! 

Having ploughed so much time and 
energy into moulding their new star, the 
big question was, would the public like 
him? Over the months, a series of tests 
were carried out, whereby various pictures 
of Knuckles were taken and shown to 
experts in the field of trend spotting - 
namely school children! 

The pink rinse and sunset orange hair 
colours got the big thumbs down, and as 
for the curly perm, ahem, the less said 
about that, the better! It was by an 
overwhelming majority, that the ‘red 
dreaded look’ scored top marks. Not 
surprisingly, this was Sega's first choice 
too, and according to the designers, “Red 
seemed exciting, cool and very unusual. 
Just like a Ferrari - perfect!”. 


Alas, the time had come for Sega to 
pack their new star off into the video game 
world of flashing lights and sensational 
stages... 


Jebut in Sonic 3's 


did the cool blue one have a toug 


The one-on-one Sonic & Knuckles, boasted six 
new levels and two terrific 3D bonus rounds 
Backwardly compatible, it enabled players to 
plug Sonic 1, 
2, or 3, into 
S&K, thus 
allowing you 
to play as 
Knuckles. 
Fistful of fun 
or what? 
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Knuckles’ 

Chaotix 

spearheaded 

the launch of 

Sega's Mega 

Drive 32X 

release 

Knuckles 

starring role 

stretched his 

physical 

abilities to the 

full, and with the help of 
the Chaotix Crew, gave 
Doctor Robotnik some egg- 
ceedingly bad headaches! 


TIMED 3:30 

rides @ 

; > 
ee 
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Sega's lead designer is 
as pleased as punch with 
Knuckles increasing 
popularity “Nothing could 
be more satisfying than 
0 have him turn out to 
be a hit!” Looking into 
the future, there's more 
life in the Echidna yet, 
according to sources at 
Sega's Technical 
Institute, “Knuckles will 
definitely be making 
more 


Way cool! 
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Thanks to Knuckles’ kindness, the Emerald Hill Folk have re-built their homes on the Floating 
Island's Mushroom Hill Zone. The community is thriving, and the residents have their own local 
newspaper, The Mushroom Hill News. M.H.N’s chief correspondent persuaded the island's heroic 
guardian to give this exclusive interview ... 


Mushroom Hill News: First, on 
behalf of all the Emerald Hill 
folk, |'d like to thank you for 
allowing us to move to the 
Mushroom Hill Zone. 


ay. You'll be 
ptnik here. 
ure out where 
still have a job 


safe from Doc 
If he ever doe: 
you all are, he 
getting through the island's 
protactive force field 


MIN: For sure. Now tell me 
have you always lived on the 
Floating Istand? 
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Kauekdes: |'ve lived on the Floating 
Island all my life. Until the Emerald 
Hill Folk came, | was the only living 
creature here 


MHN: What happened to the race of 
Echidnas who lived here in the past? 


Kauekles: | don't really know what 
became of my people. One day they 
will return, but until then, my duty is 
to guard the Floating Island 


MRM: Burt if you've never met your 
people, how can you be so sure? 


Kawelles: Look, |'d rather not talk 
about this subject, it’s a p ite 
matter. Can we move on to 
something else? 


Friend or foe? 


(MAN: Of course. How did you first 
meet Doctor Robotnik? 


Knuckles: \t was when 
pod crash landed on w 
Island, 


escape 
e Floating 


MUN: And you rescued him, right? 


Kauckles: | wasn't to know he was an 
evil dictator. Besides, he was the 
first person from Mobius I'd ever 

met 


MINN: Didn't you end up fighting for 
Robotnik, and rescued him when he 
was captured by Sonic? 


Kauekles: | admit he tricked me 
Robotnik told me Sonic was a hated 
and feared villain on Mobius. He also 
said that Sonic was determined to 
get his hands on the Floating Island's 
Chaos Emeraids, and protecting 
them is my top priority 


MBM: | see. Nevertheless, Robotnik 
himself ended up with the Master 
Emerald and used its power to faunch 
his deadly space satellite, the Death 
Egg. Rumour has it he nearly 
succeeded in turning its death ray on 
the Emerald Hill Zone 


Knuckles: That was much later. By 
then | knew the truth about Robotnik. 
Don't forget, it was me whe 
eventually destroyed the Death Egg 


MUM: Of course, we all really 
appreciate thet. Now, it was reported 
that your next encounter on the 
Floating Island was with the Marxio 
Brothers, 


Kauckles: Oh, them! 


MIN: | can imagine why you don't 
want to be reminded of the Marxios, 
because they tricked you too! Didn't 
they? 


Kawekles: What of it, are you trying 


to say I'm stupid? 


MBN: No, not at all. But it's @ bit of 
a coincidence, isn't it? 


Knuckles: Let me put the record 
straight. The Marxios had built an 
amusement park on the edge of the 
Floating Island 


MHN: The Carnival Night Zone? 


[tsa been-a nice-a knowing you! 


Keuckles: That's it. They told me 
they would give me @ shere of the 
profits, which | could use to repair 
the derelict zones on the island 


MHN: Did it not occur ta you thet 
they might be working for Dactor 
Robotnik, and that the Carnival Night 
Zone was possibly 8 trap designed to 
lure victims in and convert them inte 
Badiniks? 


Knuckles: No, why should | think 
that? Having lived alone on this: 
island all my life, fm not used to 
being lied to, but 'm learning really 
fast, though! The Marxio Brothers 
got whet they deserved. 


MIN: So whab about Doctor 
Zachary? Didn't he trick you, too? 


Knuckles; \Vhat? 
MUN: Doctor Zachery, you 


remambar! The only one of your lost 
race to return ta this island! 


Knuckles: How did you find out about 
that? 


MEN: A reporter has his sources 
Anyway, tell me about Zachary. 


Knuekles: Well, Zachary found his 
‘way to the Floating Island and 
2laimed he was being pursued by a 
deadly robot 
that wes out to 
Kill him. | fought, 
the robot and 
gave Zachary my 
protection. It 
turned out that 
the robot was: 
actually 
controlled by 
Zachary, and he 
was just trying 
to gain my 
confidence so he 
could steal the 
power from the 
seven Chaos Emeralds. 


MEN: Am | 
right in 
saying the 
robot 


actually 
succeeded 


care of it in 


the end. 
MN: How? 
Knuckles: It doesn't matter. 


Everything's okay naw. 


MUN: I'm sure our readers would be 
eager ta know the whale story 


Knuckles: Oh, all right then. When | 
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defeated Zachary and his robot, | 
used the robot's head to replace the 
Gestroyed Master Emerald. Since 
the Emerald power was contained in 
the robot, the Floating Island was 
able to use that. 


MAM: Boy, those Chaos Emeralds 
are nothing but trouble. First you let 
Doctor Robotnik steel them, and 
then you end up with the Master 
Emerald destrayed! 


Knuckles: Listen pel, for your 
information, I've now replaced the 
Master Emerald with 8 new one. 


MAN: | wonder haw long that will 
fast? Are you sure you're up ta this 
"Guardian of the Chaos Emeralds’ 
job? 


Knuckles: What do you mean? 


MAN: Nothing 
out loud. 


| was just thinking 


Knuckles and The Chaotix Crew in action! 


Knuckles: Look, why don't you ask 
me about some of my great, 
victories? Like when Tails end | 
travelled into the Nameless Zone and 
defeated the terrifying deman known 
as the Dark One? Or the time the 
Chaotix Crew and myself took on the 
Brotherhood Of Metallix? How typical 
of you joumalists ta elways laok for 
the bad news! 


Mortal Metallix mashing! 


MN: Okay, tll chenge the subject 
Let me esk you about Sonic. 


Knuckles: ‘What about him? 
MAN: Vell, the big debate back at 


the Mushroom Hill Zone is, who's the 
strongest, you on him? 


Knuckles: Come on, do you really 
exsect me to answer that? 


MHI: Yeah, we all thought it was: 
Sonic, too! 


Knuckles: | never said that! Sonic 
may he goad, but I'm the strongest! 


MHA: Of course, you would say that, 
But just Inok at Sonic's sparkling 
track record 


Knuckles: Sonic's just a fle 
off! Without me he'd never hav 
aped from the pyramid in the 


Sandopolis Zone, and when the Sky 
Sanctuary fell apart, | saved him 
from falling to certain death! 


MAN: Yeah? Well who was it wito 
got the Master Emerald back fram. 
Robotnik just in time to save the 
entire Floating Island? Sonic, that’s 
wha! You never talk about that, do 
you? 


Knuckles: Listen, you're really 
beginning to make my dreeds curl 
rt of questions ere these 
Hey, wait a minute .... your 
face ... ere you weering a mask? 


MUN: Ahh, ddon't touch thet ... ge 
off 


Knuckles: Sonic! What 
disguised as a repor 


ne you doing 


Senic: Erm, even a super 
me needs @ day aff! 
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Sonie: Don't you mean an Echidna’ 
Ha, he! Come an, it's a bit of a laugh 
int it? 


Knuckles: No, it’s ruddy well not! 


Sonic: Calm down! The trouble with 
you, Knuckles, is you've na sense oF 
humour 


Knuckles: Okay, sn, you want: ta 
know what | think of Sonic the 
Hedgehog, do you? Right, | think 
you're a tntal ule 


Sorry, readers, but 
we'll have to leave 
Knuckles final words 
to your own 
imagination! K.F.C 
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ITONLY TAKES MINUTES FOR KNUCKLES 
70 GET ON THE TRAIL OF THE BADNIK 


= 
Hey, THERE 1715 1, 


WAY! T WOKE 
UP JUST BEFORE HE TRIED 
7 GRAB ME» AND HID 
IN MY CLOSET! 


vy RIEDT 
BADNIK ALERT! 


ZONE ORIGIN: Speed Slider 
DANGER RATING: 4 
WARNING! This master ball 
handler could give NBA Jam 
players a run for their 
money. 


ZONE ORIGIN: Techno Tower 
DANGER RATING: 2 

WARNING! Far from being shy and 
retiring, this dynamic little chap 


likes to go out with a bang! 


ZONE ORIGIN: Marina Madness ZONE ORIGIN: Botanic Base 

DANGER RATING: 3 DANGER RATING: 1 

WARNING! One thing this piece of heavy WARNING! An air-headed bubble- 
artillery won't be firing is fizzy lemonade! brained Badnik can do a lot of damage. 


OOH-AH! OUCH! YIKES! ... AND THAT'S JUST 
LOOKING AT THEM! THIS MOTLEY CREW OF 
MECHANICAL MEANIES ARE DEVIOUS AND 
DANGEROUS, SO BE ON YOUR GUARD! 


ZONE ORIGIN: Marina Madness 
DANGER RATING: 3 
WARNING! Just like the 
fleshy, fishy variety, it 

could well make a meal g 
out of you. if 


PA 


ZONE ORIGIN: 
Amazing Arena 
DANGER RATING: 3 


WARNING! Hickory, 3 
ZONE ORIGIN: dickory, dock, the 4 
Botanic Base mouse ran away 4 


DANGER RATING: 5 
WARNING! All-round 
spike protection 
makes this baddie 
impossible to 
batter. 


from this clock! y 


ZONE ORIGIN: Speed Slider 
DANGER RATING: 4 

WARNING! The sharpest 
hooter in town! It can spot its 
target a mile away. 
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ZONE ORIGIN: Speed Slider 
DANGER RATING: 4 
WARNING! It's fast, furious 
and flat footed, and always 
get its victim. 


ZONE ORIGIN: Techno Tower 
DANGER RATING: 2 

WARNING! A shady character that’s 
never short of a few tricks up its 
sleeve. 


ZONE ORIGIN: Speed Slider 
DANGER RATING: 4 
WARNING! Stalking its prey 
from mid-air, you'll get a lot 
of bother with this hover! 


ZONE ORIGIN: Amazing Arena 
DANGER RATING: 5 
WARNING! This heavy-metal piece 


of greasy gadgetry is a rebel 
without a cause. 


Making your way through this 
beautiful forest is pretty easy, until 
you reach level four. Here, you need 
to go through a door in the 
background to reach the second part 
of the level. Press Up on the D-pad to 
enter and find the next door and 
press Up on the D-pad again to exit. 


Step into the future and find your way 
through a labyrinth of switches which 
you must hit in order to reach the next 
part of the maze. On reaching level 3, 
go to the upper right-hand corner, 
until you get to a dead end, Jump to 
the left, and you will reach the exit. 


Ship ahoy! Make use of platforms on 
the boats, for jumping to higher 
levels. In every level of this stage 
there will be a boat containing a 
yellow switch. Hit the switch in order 
to move the whole ievel up or down, 
otherwise you'll be dizzily going round 
in circles forever! 


From this point on, you're in fora 
tough time! Start by locating the 
flashing coloured switch on the right 
wall, to activate a nearby clock. This 
will now open up walls that lead to 
other parts of the level. ‘Boosters’ will 
help project you and your partner in 
different directions, so make use of 
them. Jump into the mouth of the 


second and biggest vacuum you see, 
to transport you to the next level 


Levels 2, 3, 4 and 5, again contain 
switches, springs, boosters, vacuums 
and capsules to help you through. 
Remember, you can get yourself out 
of sticky situations by climbing up 
walls or throwing your partner up to 
platforms to reach the top. 


Follow the paths through balloon-filled 
levels in this crazy carnival stage. 
Locate and hit the red spring in level 
one, continue, and this will take you 
to a bonus round. Once out of the 
bonus stage, hit the yellow and blue 
springs and continue, till you reach 
the clear sign. 


In levels two and three, follow the 
paths and hit the coloured springs. 
There's also a second bonus stage. 
When you see an elevator, use it, 
otherwise you'll be running round in 
circles. 


Beware of the unlockable door in 
level four. Try as you might, you won't 
get through, so go the other way 
instead! Keep your eyes peeled for a 
red saucer-shaped teleporter which 
takes you through a wall to reach the 
exit. In level 5, there are more 
elevators and springs! Again 
remember you can throw your partner 
up platforms and climb up walls. 
Continue, till you come to a hole in 
the ground which is big enough for 
you and your partner to fall in. Once 
through the hole, follow the path. 
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